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CLAIMS 



1. An interaction prediction system comprising: 

a memory in which is maintained a neural network trained on data retrieved 
from an interaction database of interaction data representing interactions between 
customers and merchants; 

retrieval means arranged to activate the neural network and to retrieve 
prediction data representing future interactions between customers and merchants; 
and 

display means arranged to display a representation of the prediction data. 

A system as claimed in claim 1 wherein the interaction data includes the 
ite and/ or time of the interaction and wherein the neural network is trained on 
data including the date and/ or time of the interaction. 

t 

3. \ A system as claimed in claim 1 or claim 2 wherein one or more of the 
merchants operate from one or more commercial premises, the interaction data 
includesNthe monetary value of the interaction and wherein the neural network is 
trained on\data including the monetary value of the interaction. 



4. A 
operates a c< 
gaming mac! 



?m as claimed in claim 3 "wherein one or more of the merchants 
io or gaming venue comprising one or more gaming machines, each 



laving a machine identifier. 



5. A system* ^ claimed in claim 4 wherein the interaction data includes a 

machine identifier foi\ each interaction and wherein the neural network is trained on 
data including the machine identifier for interactions between customers and 
merchants. 



6. A system as claimeci in claim 4 or claim 5 wherein each gaming machine has 

a spatial position, the interaction data includes the spatial position of the machine 
involved in the interaction ahd wherein the neural network is trained on data 
including the spatial position orthe machine involved in the interaction. 



A system as claimed in dhaim 6 wherein the neural network is trained on 
data including the machine identifier and/ or spatial position of machines 
neighbouring each machine involved in interactions between customers and 
merchants. 
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A neural network training system comprising: 

a memory in which is maintained an interaction database of interaction data 
representing interactions between customers and merchants; 

retrieval means arranged to retrieve from the interaction database data 
representing interactions between customers and merchants; 

a neural network arranged to receive input data representing the data 
retrieved from the interaction database and to output prediction data representing 
interaction data predicted by the neural network; and 

training means arranged to compare the data retrieved from the interaction 
database and the prediction data and to adjust the neural network based on the 
comparison. 

9. A neuralv network training system as claimed in claim 8 wherein the 

interaction data includes the date and/ or time of the interaction, the neural network 
further arranged to\receive as input the date and/ or time of interactions between 
customers and merchants. 



10. A neural net 



one or more merer 



training system as claimed in claim 8 or claim 9 wherein 
rates from one or more commercial premises, the 
interaction data includes \he monetary value of the interaction and wherein the 
neural network is further ai^ranged to receive as input the monetary value of the 
interaction. 

11. A neural network training system as claimed in claim 10 wherein the 
merchant operates a casino or gaming venue comprising one or more gaming 
machines, each gaming machine having a machine identifier. 

12. A neural network training system as claimed in claim 11 wherein the 
interaction data includes a machine \dentifier for each interaction, the neural 
network further arranged to receive as input the machine identifier for interactions 
between customers and merchants. 

13. A neural network training system as claimed in claim 1 1 or claim 12 wherein 
each gaming machine has a spatial position, tne interaction data includes the spatial 
position of the machine involved in the interaction and wherein the neural network is 
further arranged to receive as input the spatial position of the machine involved in 
the interaction. 
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\.4. A neural network training system as claimed in claim 13 wherein the neural 
network is arranged to receive as input the machine identifier and/ or spatial position 



of maV 
and merchants 



hines neighbouring each machine involved in interactions between customers 



15. An\ interaction prediction computer program comprising: 

a neural network maintained in a memory, the neural network trained on 

data retrieved from an interaction database of interaction data representing 

interactions between customers and merchants; 

retrieval Vieans arranged to activate the neural network and to retrieve 

prediction data representing future interactions between customers and merchants; 

and 

display meansXarranged to display a representation of the prediction data. 



16. A computer pro 
includes the date and/or 
trained on data including 



claimed in claim 15 wherein the interaction data 
e of the interaction and wherein the neural network is 
theVdate and/or time of the interaction. 



17. A computer program asVlaimed in claim 15 or claim 16 wherein one or more 
of the merchants operate from one or nrore commercial premises, the interaction 
data includes the monetary value of the interaction and wherein the neural network 
is trained on data including the monetary value of the interaction. 

18. A computer program as claimed in claim 17 wherein one or more of the 
merchants operates a casino or gaming venue comprising one or more gaming 
machines, each gaming machine having aWachine identifier. 

19. A computer program as claimed in\ claim 18 wherein the interaction data 
includes a machine identifier for each interaction and wherein the neural network is 
trained on data including the machine identifier for interactions between customers 
and merchants. 

20. A computer program as claimed in clairA 18 or claim 19 wherein each 
gaming machine has a spatial position, the interaction data includes the spatial 
position of the machine involved in the interaction andWherein the neural network is 
trained on data including the spatial position of the machine involved in the 
interaction. 
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)21. A computer program as claimed in claim 20 wherein the neural network is 
trained on data including the machine identifier and/ or spatial position of machines 
neighbouring each machine involved in interactions between customers and 
merchants. 

22. A computer program as claimed in any one of claims 15 to 2 1 embodied on a 
computer Yeadable medium. 

23. A neural network training computer program comprising: 

an interaction database of interaction data representing interactions between 
customers and merchants maintained in a memory; 

retrieval Wans arranged to retrieve from the interaction database data 
representing interactions between customers and merchants; 

a neural network maintained in a memory, the neural network arranged to 
receive input data representing the data retrieved from the interaction database and 
to output prediction \qata representing interaction data predicted by the neural 
network; and 

ranged to compare the data retrieved from the interaction 
database and the precjicfion data and to adjust the neural network based on the 
comparison. 



24. A computer program Vs claimed in claim 23 wherein the interaction data 
includes the date and/or time ol the interaction, the neural network further arranged 
to receive as input the date arid/ or time of interactions between customers and 
merchants. 

25. A computer program as claimed in claim 23 or claim 24 wherein one or more 
merchants operates from one or more commercial premises, the interaction data 
includes the monetary value of the interaction and wherein the neural network is 
trained on data including the monetary value of the interaction. 

26. A computer program as claimed in cdaim 25 wherein the merchant operates 
a casino or gaming venue comprising one oAmore gaming machines, each gaming 
machine having a machine identifier. 



27. A computer program as claimed in clanri 26 wherein the interaction data 
includes a machine identifier for each interaction, the neural network further 
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arranged to receive as input the machine identifier for interactions between 
customers and merchants. 

28. \ A computer program as claimed in claimed in claim 26 or claim 27 wherein 
each griming machine has a spatial position, the interaction data includes the spatial 
positiomof the machine involved in the interaction and wherein the neural network is 
further a\rranged to receive as input the spatial position of the machine involved in 
the interaction. 
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29. A computer program as claimed in claim 28 wherein the neural network is 
arranged toXreceive as input the machine identifier and/ or spatial position of 
machines neighbouring each machine involved in interactions between customers 
and merchants) 



30. 



A compuror program as claimed in any one of claims 23 to 29 embodied on a 



computer readatx 



idium. 



31. A methoq of predicting interactions between customers and merchants, the 

method comprising thasteps of: 

maintaining in a memory a neural network trained on data retrieved from an 
\ '* 
interaction database of interaction data representing interactions between customers 

and merchants; 

activating the neurkl network; 

retrieving prediction data representing future interactions between 
customers and merchants from the neural network; and 

displaying a representation of the prediction data. 



30 



32. A method as claimed in dlaim 31 wherein the interaction data includes the 
date and/ or time of the interactioV and wherein the neural network is trained on 
data including the date and/or time \f the interaction. 



35 



33. A method as claimed in claim\31 or claim 32 wherein one or more of the 
merchants operate from one or more Yommercial premises, the interaction data 
includes the monetary value of the interaction and wherein the neural network is 
trained on data including the monetary valme of the interaction. 
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\$4. A method as claimed in claim 33 wherein one or more of the merchants 
operates a casino or gaming venue comprising one or more gaming machines, each 



;a^j 



G „..i incr machine having a machine identifier. 



35. \ A method as claimed in claim 34 wherein the interaction data includes a 
machine identifier for each interaction and wherein the neural network is trained on 
data including the machine identifier for interactions between customers and 
merchant^. 

36. A method as claimed in claim 34 or claim 35 wherein each gaming machine 
has a spatial\position, the interaction data includes the spatial position of the 
machine involved in the interaction and wherein the neural network is trained on 
data including the spatial position of the machine involved in the interaction. 



37. A method as claimed in claim 36 wherein the neural network is traimed on 
data including the\ machine identifier and/ or spatial position of machines 



neighb ouring e ach 
merchants. 



38. 



tachine involved in interactions between customers and 



A method of training a neural network comprising the steps of: 
maintaining in aWemory an interaction database of interaction data 
representing interactions between customers and merchants; 

retrieving from the interaction database data representing interactions 
between customers and merchants; 

arranging a neural network to receive input data representing the data 
retrieved from the interaction database and to output prediction data representing 
interaction data predicted by the neural network; and 

comparing the data retrieved from the interaction database and the 
prediction data and adjusting the neural network based on the comparison. 



39. A method of training a neural network as claimed in claim 38 wherein the 
interaction data includes the date andVor time of the interaction, the method 
comprising the step of arranging the neural network to receive as input the date 
and/or time of interactions between customers and merchants. 



40. A method of training a neural network as claimed in claim 38 or claim 39 
wherein one or more merchants operates from one or more commercial premises and 
the interaction data includes the monetary value of the interaction, the method 
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further comprising the step of arranging the neural network to receive as input the 
monetary value of the interaction. 

41. \ A method of training a neural network as claimed in claim 40 wherein the 
merchant operates a casino or gaming venue comprising one or more gaming 
machines, each gaming machine having a machine identifier. 

42. A method of training a neural network as claimed in claim 41 wherein the 
interaction oiata . includes a machine identifier for each interaction, the method 
further comprising the step of arranging the neural network to receive as input the 
machine identifier Im>dnteractions between customers and merchants. 

43. A method \f training a neural network as claimed in claimed in claim 41 or 
claim 42 wherein each gaming machine has a spatial position and the interaction 
data includes the splatial position of the machine involved in the interaction, the 
method further comprising the step of arranging the neural network to receive as 
input the spatial position, of the machine involved in the interaction. 

44. A method of training a neural network as claimed in claim 43 further 
comprising the step of arranging the neural network to receive as input the machine 
identifier and/ or spatial position of machines neighbouring each machine involved in 
interactions between customersNand merchants. 

45. A neural network trained^y the method as claimed in any one of claims 38 
to 44. 



